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Ozet

Dijitallesmeyle birlikte ortaya ¢ikan dijital igerik platformlari, igeriklerini olustururken,
orijinal metinler liretmelerinin yaninda, mevcut televizyon programlarinin igeriklerinden de
kaynak metin olarak yararlanmaktadirlar. Bu platformlar, geleneksel kanallarda daha once
yayinlanan ve hatta internet ortamina aktarilarak varligini siirdiiren mevcut programlari
degistirip, doniistiirerek kendine uygun sekilde igeriklerini gelistirmektedirler. Hikaye
anlatimi {izerine kurulu televizyon dizilerinin de, yaym hayatin1 tamamlamalar1 sonrasinda,
dijital igerik platformlarinda ya yayin hayatina devam ettikleri ya da yeniden g¢evrimlerinin
yapildig1 goriilmektedir. Bu siirecte dizi igeriklerinin ve karakterlerinin de gerceklikten yola
cikilarak yaratilan temsillerinde degisiklige gidildigi gozlenmektedir. Geleneksel televizyon
kanallarinda yayimlanmasindan sonra dijital platformlarda yeniden ¢evrimi yapilan dizilerden
birisi de Sihirli Annem’dir. Bu kapsamda yapilan ¢alismada 2003-2012 yillar1 arasinda, Kanal
D ve Star TV televizyonlarinda yayinlanan Sihirli Annem dizisi ile yine ayni isimle 2021'de
EXXEN platformunda yaymlanan yeniden ¢evrimi aragtirma konusu olarak belirlenmistir.
Calismada, 6ziinde bir aile hikdyesi olan dizinin ¢ocuk karakterleri merkeze alinmis ve
geleneksel televizyon kanallarinda yayinlanan Sihirli Annem'in ¢ocuk karakterleri ile dijital
platformdaki versiyonuna karsilik gelen ¢ocuk karakterleri incelenmistir. Calismanin temel
amaci, yeniden ¢evrimi yapilan dizide ¢ocugun ve ¢ocuklugun nasil temsil edildigi ve orijinal
metine gore nasil degistirildiginin sorgulanmasidir. Betimsel icerik analizi teknigi kullanilarak
yapilan ¢alismada, iki dizi arasindaki degisen ¢ocuk temsilleri ortaya konulmus, 6zelde ise
cocuk ve teknoloji iliskisi sorgulanmistir. Dizinin ¢ok boliimlii olmasi nedeniyle, 6rneklemi
ilk bes boliim ile sinirlandirilmistir. Calisma sonucunda g¢ocuklarin; yetenekleri, hobileri,
giinliik aktiviteleri, giyimleri ve fiziksel goriintiilerindeki farkliliklar ortaya konmustur. Oyun
aktivitesi olarak da ilk dizide somut oyuncaklar kullanilirken, yeniden ¢evriminde bunlarin
dijital oyunlara doniistiigli gorilmustiir.
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Abstract

Digital content platforms that emerged with digitalization, while creating their content,
benefit from the contents of existing television programs as source text, as well as producing
original texts. It is seen that television series remaked on digital content platforms. In this
process, it is observed that the representations of the contents and characters of the series,
which are created based on reality, are changed. In the study carried out in this context, the
series Sihirli Annem, which was broadcast on 2003-2012, and its remake, which was
broadcast on the EXXEN platform in 2021 with the same name were determined as the
subject. In the study, children's characters of Sihirli Annem and the children's characters
corresponding to its version on the digital platform were examined. The main purpose of the
study is to question how the child and childhood are represented in the remake series and how
they are changed according to the original text. In the study, which was carried out using the
descriptive content analysis technique, the changing representations of children between the
two TV series were revealed, and the relationship between the child and technology was
questioned in particular. Since the series is multi-episode, its sample is limited to the first five
episodes. As a result of the study, children; differences in their abilities, hobbies, daily
activities, clothing and physical appearance were revealed. While toys were used in the first
series as a game activity, it was seen that they turned into digital games in the remake.
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